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EDITORIAL 



May we welcome all new readers to this handbook and welcome back our subscribers who have 

been without our unique book since our last issue back in May. Life at H&D has been even more 

hectic since our final issue, but thankfully now, all the spadework lias been done to ensure an 

exciting future for H&D and our readers. 

Our aim with these handbooks is to give the Home Computer game player a change from the 

standard type of reading offered in the current glut of computer magazines. We may not be as 

glossy, but we can guarantee items of real interest to piuyers. 

We expect our books to get even belter over the coming issues, as we become more widely known 

throughout the Home Computer Industry. All our books have been put together under certain 

constraints. We do not have the advantage of the Crash's and Zzap's of this world who receive 

gratis preview software from the Big Houses; we have had to pay for all our own software, and our 

contributors have had to work hard to produce the game playing help you will see in this book. 

We have been very busy trying to make ourselves known and it is very hard for a new publication 

to get that all important foothold to allow it to expand, you need look no further than the Bang and 

LM publications to see it is not a friendly world, but we are sure that the quality of our product 

will ensure the readers support, and make the Software Houses well aware, that ours is a 

publication to take notice of. 

Anyway, given those limitations, we believe that you'll be very happy, with our handbook, and 

even happier to know that we are going to get even better. 

This handbook is put togedier using the very latest in Computer Desk Top Publishing technology; 

we believe it to be the only commercially available publicauon that is produced entirely by 

computers. 

This issue's Editorial has been more of an introduction, but in true What Poke? style, you can 

expect some straight talking from this column in the forthcoming months. May we thank you for 

buying our publication, and we're sure you'll come back for more, because let's Tact it "You ain't 

seen nothing yet!" 

Bernard Dinneen 
Editor. 
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We aim to be the besl liandbook for Pokes. This 
. ;.;;;; issue we include Pokes on Thrust, Robo Knight, 



Xcellor 8. Finders Keepers and many others 



Maps 



Don't know where you're going. Let our maps 
guide you wlule you concentrate on your mission! 



Hints 



We give hints on Finders Keepers, Robo Knight and 
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When you Finally tire of playing the latest computer 
games, sit back and find out whats happening around 
die Arcades and in the Video world. Read the true life 




story of Running Laces or discover the world of PBM. 



Reviews 



All the latest games are reviewed, including 
Thrust, Paperboy, Frenesis and Into the Deep 
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What Now? What Poke? 
"A Potted History" 



For many of you this will be your Grsi opportunity lo sec a publication from H & D 
Services,. Rut in one form or another we have been producing games handbooks since 1984. 
The whole process started when the current editor of the Handbooks, Bernard Dinneen 
advertised his first solo effort in the Winter of 1984. It was handwritten, then photocopied. 
Called Hints and Pokes it covered a wide variety of computer formats. From little acoms do 
great oaks grow, and from the small trickle of orders received after placing small ads in the 
computer press Bernard realised that a market existed for such a publication. A manual 
typewriter was borrowed and the first initial steps in the development of the Handbooks had 
begun. 

The basis of the Handbooks has always been the written contributions from the readers 
themselves, and as these increased Bernard invested in an electronic typewriter to improve both 
speed and presentation. Gradually a handful of dedicated enthusiasts were taken on board and 
the books even began to attract imitators. Peter Hacker joined Bernard, and so H & D was born. 

Almost immediately Hints and Pokes was split into 6 seperate Handbooks for individual 
computer formats, covering Game Reviews, Pokes and Adventure Hints and Solutions. With each 
issue attempts were made to increase the number of pages and the actual presentation. But it was 
not until the introduction of a sophisticated 'Desk Top Publishing System' that die Handbooks 
really began to give a professional finish to the mass of information supplied by the readership. 
Suddenly the Handbooks began to receive a groundswell of favourable comments from the 
established computer magazines. 

Overall H & D Services have always had one goal in mind; to provide the game playing 
public with the best assistance dial it can provide, in a format that is professional, whilst 
allowing the readers themselves the opportunity to develop the Handbook contents in the 
direction that they find most useful. Another essential aim was to make the Handbooks 
available to a wider audience. We have always believed that the place to buy computer books 
is in the computer shops, and not at the newsagent, and that magazines should complement 
game playing. We are not a game review magazine, whose income basically depends on the 
advertisements from die Software Houses. However we are aware that die difference between 
a great game and an also ran can at limes be very small. Our policy has always been to provide a 
fair assessment of each game, but if wc think a game is bad we shall not hesitate to suite the fact. 
But often the real worth of a game to the ordinary public is determined by the availability of 
Pokes or Hints that enable as many players, regardless of abilities, to progress into the game. 

We hope that you enjoy reading the Handbooks, and that you will find them useful. We 
expect there shall be changes in the future, but as in the past, always for the better. 
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GOING FOR THE POST 

The World of P.B.M. 
introduced by 
Jason Roseaman. 

This monUi 1 am reviewing Trolls Bottom, 
which 1 feel is the best Computer Moderated 
Fantasy game available. All in all the game 
attracts my First Class Nomination. 

Trolls Bottom 

Producer: Project Basilisk 

Type: Fantasy 

This is a postcard order game, similar in style to KJC's "It's a Crirne", and although the game is 

code ordered. I found it was hardly necessary lo refer to the Rulcbook during play. There are J 6 

orders that can be used, namely: 

Move, Tunnel, Sneak and Spy. Hunt, Brew, Make Noise, Rob and Run. Dig, Seek, Make Weapon, 

Look Out, Bird, Give, Attack, Eat, and Use. 

Each order is given a seperate code, for example. Seek and Spy is coded SSPY. For an order to be 

carried out, you must have the necessary ability, or possessions, and most orders require you to 

allocate an adequate amount of strength in order to fulfill it. You have a maximum of 134 strength 

points to allocalc between your orders on each rum. The amount of strength you will need for each 

order is dependant upon the condition of your Troll. 

Weapons often have to be used, and although you begin with plenty of them, as you progress you 

damage or lose them. You must therefore replace them with weapons that you make from the bones 

that are scattered around after 'afternoon tea'. 

Periodically you may stumble across some 'special possessions' with magical properties for 

zapping other Trolls, or transporting you from one part of the map to another. One little problem 

is that you cannot use these special goodies until you have defined what magical property the 

object possesses. The magic mushrooms, and magic rings are possibly the easiesi things to define. 

Within die game are two GM controlled characters, called Golden Eagle and Gollum (the little creep 

who lost his wedding ring),To date 1 have met the Eagle, but have not yet come across a translator 

who speaks Eagleise (get it? Eagle Eyes?) It may be something to do with the green ring 1 found in 

the hole below. If anyone can assist me on this, 1 would be obliged. 

At the end of each turn, you receive a computer print out which tells you the result of each 

command you submitted, and the resulis of how your compatriots have interacted on your Troll- 

7 
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Fo,f example you could be lold thai someone has attacked you and robbed you, or that you have 
been given a bribe. 

Value for money is excellent. You work on a credit system, with each credit valued at 45p. A 
single turn costs 2 credits (90p) and a double turn costing 3 credits (£1 .35). The start up cost is 

a ' Trolls Bottom - The Scores 

Atmosphere - 72% Nice touches, and a sense of humour. 

Contact - 81% 

0' Great Ones - Efficient tumround, informative, numerous newsletter. 

Value - 82% Budget prices for quality game. 

Overall - First Class. 
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|SEttrUL OFFElMig 

By writing to these companies, and quoting What Poke? and Jason Roseaman, you can take 

advantage of these introductory prices. 

Trolls Bottom. 

Start Up £1 only - save £2. 

2 Free Turns - save £135 

Write to Project Basilisk, enclosing cheque or P.O for£l, P.O. Box 24. Sheemess, 

Kent, ME12 3QU. 

Shattered World 

Start up £3 .50- save £1.50 

Send cheque or P.O to Jade Games, P.O. Box 54, Southsea, Hants, P04 ONA 



Newsflash Jade and K.JC Battle it Out! 
News is that these two firms are competing to purchase the license for an American PBM game. An 
estimate of the price required is £1,000 plus 15% of all profits generated. 
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TO THE CONTRIBUTOR OF THE BEST COLLECTION OF GAME 
PLAYING HELP RECEIVED EVERY MONTH. 
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PLEASE FOLLOW THESE SIMPLE RULES: 

1 . Write neatly or if possible type your contribution,.an^; state for which 
machine they have been produced. NB. All items sent must be your 
own work and not copied from anywhere else. ^m^ 

2. Ensure maps are as clear and precise as possible. 

3. Ensure that all your work is correct ie. that pokes work! 

4. If you wish your work back, please send stamped addressed envelope. 
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What The Ratings Mean: 

Graphics- Do the Graphics add lo the game. 

Payability- Is ii logical or do you need lo be F.inslcin to play. 

Instability- Does u keep yom playing for ages. 

Addictivcness- Does il grab you back for jusl thai one more gi 

Value For Money- Is it worth the cash. 

What Poke ? Rating- Overall impression, 

The Reviewing Team 

Chris (Archer) Age 37- Favourite Best Ever Games- 
A.C.E., Auf Wiedersehen Monty. Worst Ever Games- 
Legionnaire, Monkey Magic. Best Budget Games- 
Storm, Thrust. 

Aaron (Gale) Age 16 - Favourite Best Ever Games- 
Saboteur, Xcellor 8. Worst Ever Game- Steve Davis 
Snooker. Best Budget Game- P.O.D. 



J Title: Auf Wicdervchtn Monty ; 
> I Publisher: Gremlin 
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Game Trot?; . Arcade Adveti 
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Monty on die Run remains one of H & D's favourite games, 
and Gremlin one, if not the best C 16 game producer. This 
latest Monty episode has you helping Monty in his final 
bid for freedom. He is fleeing for his life across Europe, 
in his effort to raise enough cash lo buy the Greek island 
of Montas, where he will escape extradition, as no-one 
knows where this island is. 




Chris's Comments 

If you have played Monty on the Run, and you like it, then 

this is one that you will have to buy. I don't like to see the 

prices of games too high, but litis is one game thaL must be 

worth the money. The music is fab, the colours great, the 

graphics don't run into each oilier like some games, and the 

play is smart. Though you have to lie careful when playing because some of the places where the 

money is situated turn out lo be traps, and you have to be on ihe look out all the lime. Also you 

have to look oui in some places, where it looks like you are trapped, but in facl you have to find 

the passage thai goes through the wall. You have to pick all the money up lo win the game, and Ihis 

is no easy task. On the whole, if you have £6.95 ihen go and gel the game, it's much better than 

Monty on the Run ... For all you ace hackers, if you load the game and wait for the border to go 

black, let the game flash three times, hold the run/stop, and when Ihe game has flashed three 

limes, press reset with run/stop, if you miss, it will code Ihe game and you will have lo start 

again, if you do it right, you can start the game again with G 2800. Bui you will have to find a poke 

lhat will make the game more playable, so happy pokes to you all 



" Wiedersehen Monty: The Scores 
[Graphics 86% 
Ipiayability88% 
I testability 78% 
lAddictivness 79% 
\ Value for Money 85% 

| What Pnkfi? Ruling 84% 
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At lasi die C16/Plus 4's very own Breakoui game. You know the one, where you have a bal and 
attempt to knock down a coloured brick wall. A nice opu'on of playing ihe computer or a friend. 
Differing bricks do different things, some a help, others not. 36 levels of Breakout excitement, 




Chris's Comments 

If you like to suffer, then here's a game that will do just that. In fact, it could drive some of you 
mad. I liked the first screen, it was so easy to do, also the second one's not loo bad. The third 
level will make your bat work the other way round, if you hit the thing that looks like a bolt, then 
you are in trouble. If you get past this level to die next one, you think you are on the way home, 
until you hit a certain object on the screen and you go back to level three. On some of the levels 
when you hit ohjects, it buDds a wall behind you, this will help sometimes, but if the ball hits the 
back wall once, then that brick will vanish before your very eyes. The thing I like most about this 
game is you can play on your own, or two can play one after the other, or two can play together, one 
each side of the screen. Also you have the choice of six speeds, so as you get belter, you can speed 
up to be an ace player. At first, I thought it was a bit too much in price, for what it was, but as 
you play more and more and see that the graphics are not loo bad and it plays well on all the 
things like speeds and players, then ii becomes reasonable. Well if you like this son of game. 
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based on the Jail Break, or 
well worth the outlay. 



break out games, then this is 



Demolition: The Scores 
Graphics 74% 
Payability 69% 
Addictiveness 67% 
Instability 66% 
Value for Money 67% 
What Poke? Rating 67% 
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In this latest Materstronic shoot em' up, you are pitched against the clock. You must race your 
ship across the surface of the planet Xadium, in an attempt to get through die gates before the 
timer reaches zero. 

The aim of die game is to get through die randomly appearing gates as fast as possible, but this 
will become increasingly difficult as the game progresses and if you miss a gate or hit one of Ihe 
posls, you will automatically lose lime. When or if, you manage lo complete this Erst section of 
the game, you will enier the second level. 

Chris's Comments 

There's not much thai 1 can say about the first part of die game really, but although the spacecraft 
is good and the shadow is quite good, the thing that annoys the most, is die white sparkles diat 
look like gnats flying about. The game is very hard on the eyes, in die way thai die screen scrolls 
towards you with the stone posts that keep coming at you. Some of die time you may get stuck 
behind a post, and you cannot move. This is a bug in die game, but other than this, it is nol too 

bad. 

The second level is different again. You are looking side on to your ship, and flying down a passage 
that is going lo get die bctier of most of you. In this stage of the game, there is no time limit but 
they give you three lives instead. I never got anywhere on this level so I gave up. This is one of 
those games that kill you off and bores me to death, but I'm sure die space freaks will like it. The 
only problem with this part, is that die screen keeps jumping, and it flushes now and again. The 
ship moves fast and you appear to have only slight control over it. So if you arc fast and furious, 
you will make the grade; if not, you will end up breaking something; don't blame the mag, you've 

been warned. 

i 

Aaron's Comments 

Mastertronic appear to have co me up widi a real booby here. After a couple of hours play, I was 
pretty fed up. and not eager to | i go back and have another go. 



The graphics are a real let 
colours. There are much 



Xadium. The Scores 
Graphics 63% 
Payability 61% 
Addicrivncss 52% 
Lastability 47% 
Value for Money 55% 
What Poke ? Rating 54% 



down, widi a poor choice of 
belter games at £1 .99 
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Game Type: Arcade 





The latest game from Patrick (Powerball) Strassen. 

It lias you in the guise of a lone ship out to rescue scientists held by aliens, and then to destroy 

thc-?3iemy bases. There are six levels and six missions to complete: 

1) Rescue the scientists. 

2) Destroy the Generator. 

3) Pick up the autofire 

4) Destroy the Ammo dump 

5) Fuel up stage. 

6) Destroy die alien home base. 

You have only 3 lives, so it's far from easy. 
Chris's Comments: 
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GWNN. The Scores: 
Graphics 87% 
Payability 74% 
Addictiveness 58% 
Lastability 59% 
Value for Money 82% 
What Poke ? Rating 68% 
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'Publisher Fujcbird;: 
•UW.: l. l ><) 
Game 'Types Art-adc j 



The aim of this game is quite to simply Fill in a screen or at least 75% by completing blocks. You 
are hindered by balls on the screen that lose you a life, should you happen to touch one. The 
higher the level, lite more die balls, and so on. 
Chris's Comments 

This could have been a really good game if only ihcy had put more into it. When you first play the 
game you think that you are in for a treat, but as you go on, you find that it starts to wear off. The 
idea of the game is to fill in 75% or more of the screen lo win and get to the next level. The 
trouble is nothing changes apart from getting an extra ball on the screen, if that is what you can 
call it, it looks more like a snow drop than a ball! The screen back ground is black, but as you 
make a square, it then changes to blue. It may have encouraged me more if the screens changed on 
each level. The sound is not all that good, and it would have been belter with a tune to stop the 

boredom. , 

1 looked into (he machine code lo see how long it was. hoping that it may hold olher levels dial look 
better but die code only goes down to two thousand, which means thai what you see on the screen 
is what you get, and no more. The inky says thai it will keep you glued to the monitor for months; 
dus is true, if you watch the dots long enough you will go in lo a trance and not be able to move. 
But all I can say is this, after playing the game Spikey Harold by Firebird, then lookingatZolyx, 
the only thing I can say is - Naff Naff!! 
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Your aim is to prevent the invading hordes of aliens from reaching me cross, which may sound 
reasonably straightforward, but achieving it certainly won't bcl 

You are armed with a STATRON, and this is your means of getting rid of the aliens, but there are 
various techniques you must master in order to get maximum use out of it. 

1) To destroy an alien your statron must have its pink arrows facing the alien. As an example, if 
an alien enters from the left hand side of the screen, the arrows must be rolling lo the right side. 

2) Your sftitron can switch from a vertical to a horizontal axis by pushing the joystick in the 
desired direction, so if you are facing left and wish to travel up screen, lap the joystick up and 
your; Statron will switch axis and run vertically up and down the screen. 

Chris's Comments 

Here's a game that could have been a hit on the. C16/Plus 4, but once again, it has so much missing 
that it will surely fail to be a big hit. The colours and the graphics are good, and though it is a 
game that's almost the same screen all the way through, it does have a change at the end of each 
level which helps to stop the boredom. You can see from this game, that the programmer has a good 
chance of writing some good programes for Ihe CI 6/PIus 4, if only he trys a little bit harder. 
Ihe things dial 1 found hard on this game is that there is too much coming at yon on the higher 
levels, and it means that you cannot beat the computer. This is because you are limited by the 
movement of the joystick, and the speed of your Statron and there is far too much coming at you to 
stop it all from reaching the middle of the screen. The idea of the game is to equal the score of the 
computer, every lime you miss an alien, you can see in the middle of the screen at the top, the 
scores, and tliat the alien score goes up. You have to catch an alien and equal the score to stop the 
game and reach the next level. It is the inlay that should be sold as joke of the year on some 
games. This one says, it is guaranteed to bring you lo lota] nervous collapse, I did not even get a 
good sweat going. 

If you get Ted up of playing this game, then here's something for you to try and pass the lime away, 
the word Genesis in Ihe bible, means, The Creation, so what does Frenesis stand for. By ihe way, 
there are no prizes if you find the answer 



Frenesis: The Scores 
Graphics 62% 
Payability 41% 
Instability 32% 
Addictiveness 34% 
Value for Money 41% 
What Poke? Rating 38% 
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POWERBALL - A BUG OR NOT A BUG THAT IS THE QUESTION? 
Chris Archer offers some insight into the CI 6 Gaming scene: 

When I Erst played Powerball it was good to be able lo pull back on the joystick and go right 

through the game, only to find thai at the end screen 1 could nol gel through. So I played the 

game over and over until I was sick of iL 

I sent the game back lo Maslertronic and told ihem about the bug in the end screen. 

Maslertronic tested my game against the master tape and said that there was no bug in it they 

also sent me another tape, but the result is still the same. 

1 have been poking around in the machine code to see if I could gel any more oul of ihe game. 

My reason for this was that when you look at ihe score you will see ten digits, yet if you put 
the Infinite lives poke in found in issue 8 and then play the game, you will find that you only 
use five of the digits. Now the question is, is there a possibility thai the game could be 

programed in such a way that if you don't make the last screen in four lives, the machine could 
send a poke lo the last screen to scramble it. If you are well up on pokes please let us know. 
You may ask what brought me to mis conclusion.... try this, load game, runstop/rcset, type M 
1055 change 10 to BA...SYS 5751. When the game starts press space bar and the screens will 
scroll pasl unlil ihe end. When the last screen has gone you will see that the screen will still 
show doors and bricks and that the ball will still keep dropping, lhai is if you press the run 
slop key on the last screen. Another reason why I came up with Ihis is that wlule I was playing 
Robo Knight with the pokes dial make him go through walls, I found that, on ihe last screen, as I 
went off the screen, the game bugged because it ran oul of memory, but Powerball does nol! You 
will find that as the screen scrolls on, il will go blank in the end so why are all the other 
screens scrambled in between die last playable screen and the blank one, and why have we got 
ten noughts? and remember Maslertronic said that there is no bug in the game, so come on all 
you pokers, gel pok ing and let us know whal you come up with. 



Game help 



in first 



infinite-live* 
type M ""' 
type G 



AIRE .load runstop'. 



90* put 2C in fl rst. .Mi 

to mr> ■'* 



ops the- soldier* shooting 



EXORCIST load ruret6t» ( reset.typp M IACB, put IS Into first Sine - to stop the 

c-nemks ! from .Ivillirtjj. ■'■. r\po <i ?li00!. to run v pt:.. 



SHARK ■ load : runstop/r es i't tvpf [ >l 2fll2"ch"3ng e -' B. 
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to rl'> X return 



What Now? What Poke? Publications. 



"ES * POKES * POKES * POKES * POKES * POKES * POKES * POKES * 



# 






We do our very best to check thai all the 
hints we are sent actually work, but it is 
impossible to check the validity of all the 
informaifon we receive. If you do have 
any problems with any of the routines 
in this book then please wile, 
remembering to enclose an S.A.E., and we 
will do qur best to answer any queries, 
although we cannot guarantee to always 
be successful. 

Wii'ie with your problems to 
What Publications Queries Dept. 1338, 
Ashlon Old Road, Higher Openshaw, 
Manchester Mil 1JG. 



t * :■•:! :;H&B Servktss, ->■% 

/■■#b\ . , , .'.•■' , , 

No: '.material 1 may;.b£.f£producca i 

whole. or in: part, bf.|iny mcansi 

, rnechjinicaijclcctitinic: or otlicrwi 

without specific written pcninssii 

:-om H&D Services, Al.inp.hls" & 

.: .including; translation ini>> iV'W. •■:■■ 



languages' •Wit.ii&tevci'y c-kv 

responsible lor any erjcffsJfl 
listings .OT"adverfls§m.enfe" ' 
We cannot undertake to tetu 
material sent 10- die WHAT;; 
utiles accompametl by a s'tii 

Unsolicited material may be 

the publications, v/itftoul pen 






Game Playing Classifications 

/£r^\ HOP (Hot Off Press)- The very latest in game help received on the 

. ' - \ \ very latest software releases. 

/? \K _____ 

NEW- Help on the games released 3 months / ]S|£V '' if jj W 




prior to publication. 



':\ F.P's 



(Ever Presents)- Help on me older games 



thai still remain popular. 



CLASSICS- Help on the games that have proven a 
landmark in computer game history. 





LEGIONNAIRE 

A beau of a Poke from Chris Archer, we jest noi! 

Load and runslop/rcset 

Type M2SB0 and type 2C in first line 

Type G2824 to run for infinite lives 



FINDERS KEEPERS 

Routines courtesy of Kevin Cave. 

1) Load in the Turbo-er; as soon as it is in, RESET into the Monitor 

STOP THE TAPE 

2) Put the cursor to the bottom left-hand of ihe screen, and alternately 
press I he (escape) key, then T' this will create a window at the bottom 
of the screen. 

3) TYPE: 
A 0400 JSR S0333 (return) 

IDA #300 (return) 
STA S015E (return) 
STA S015F (return) 
JMP S01 24 (return) (return) 

4) TYPE: 
G 0400 (return) 

5) Press play on tape 

6) When loading slops, press (CONTROL) & 
2 to gel a white cursor. 

7) TYPE: 
A 2F5C NOP (return) 

NOP (return) 

NOP (return) (reium) 

8) G I FCA (return) - die game will now sinrt. 
"All this jusl to give us infinite lives", 1 hear you painfully sliriek! 
Please Note: 

The only indication lhal die loading has stopped (instruction (6) above) Ls lhai die border colour 

stays the same, but the tape will still be turning. 

Also in (6) above, when you press (control) & 2 to get a while corsor, ihereis no flashing white 

cursor, you do have while lettering though, so you can see what you are typing in. 

Lastly, if you type in "GIFCA" while still in while lettering, you will have this command all the 

lime written on die screen, therefore, if you like, you can press (control) & 1 lo gel black 

lettering, then type "G TFCA" (return). 
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= 



lYARPTO 
B >l 
RIGHT 



THE ICE 
CREAM < 
FACTORY 



GORTTHE 

RADERS < 

ROOM 



FROM TOP 
RIGHT < 

ROOM , 

wrrHA< 

VIEW 




1 MOUSE 

2 MAGIC FLAME 

3 BAR OF LEAD 



FROM TOP 
> LEFT 
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Segas Enduro Racer is following on from where Hang-On lefl off. ll is a trial bike simulation 
where you sit on a motorbike complete with handlebars, brake etc. The aim is to ride through 
seven levels which are of increasing difficulty against other riders. The track conlnins trees, 
water, boulders and most exciting, the logs. They come on the screen many times on a level and 
the only way to get past litem is to quickly pull back on the handlebars to fly up in the air, 
jumping over them and, hopefully, avoiding the rocks. 

Like Segas, other smash-hit arcade game 'Out Run', the track rises and dips as you go up and down 
lulls. One of the most spectacular features of the game is crashing, it is almost worth wasting 20p 
to see it. You and your bike tly in the air and land in a heap. To make things worse, there is a 
time limit which makes you want to have just another go! The graphics are bright, colourful and 
smooth, but the trees move jerkily. If you've only played the computer version, try and have a go 
at die original. 



FINDERS KEEPERS 

Stephen Avis produces die following game help: 

To complete the game you will need sulpher, salt petrc and charcoal which make dynamite. Then 
you need to find the screen with the cat and drop these 3 items. Then drop magic flame which is 
found in die maze which explodes the cat and a gap is made in die castle wall. 

22 




IF you are a skateboard expert, you will realise straight away that die tide is the name of one of 
die harder moves of skatctoarding. The game is set in Skate City. In die City there are four parks 
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thai you can enter to win, (hopefully), prize money, which 
can be s[>ent in shops scattered about. Here you can buy new, 
better, equipment such as pads, boards and shoes. You are 
not alone in the City - there are BMX bikers, other skate- 
boarders, and even frisbee throwing girls. While riding in 
the City, different moves must be executed on the skateboard 
to obtain tickets which let you in the park. 
IT Ihe machine bellows the words ' Skate or Die' you must 
quickly ride in a park or be killed by a cloud which chases 
you. Once in the park, depending on winch you're in, you 
will take part in a sort of race down a number of ramps. If it 
is completed quickly enough, you'll receive a medal and some 
money. The graphics are excellent; bright, colourful and 
superbly animated. This game would make an excellent 
conversion to a computer if enough time was spent on it, but 
if you can't wait, play this or play 'Skate Rock' (Bubble Bus) 
which bears a remarkable resemblance. 



itlc: I'acland 
'ublisher: Namco 
ll'rlce: lOp 



/ H ei 



Many years ago, there was an arcade game called 'Pac-Man' which became one of the arcade 
classics, joining games such as Space Invaders, Scramble etc. It was a very successful game and 
around two years ago, Namco decided to release a follow-up, hoping to cash in on the success of 
the prequel. Instead of eating dots, our hero needs to make trips in Pac-lown which is inhabited 
by his worst enemies - ghosts. 

They try, as hard as they can, to kill our hero by chasing him, running him down, and the ghosts 
even lake to throwing their babies at Pac-Man to be rid of him, Pac-Man can, as in the original, 
eat a power pill, which for a limited amount of time lets him eat the ghosts. The object is to gain 

points by 

collecting fruit and 

finally completing 

the level. There are 

lots of features in 

the game, letting 

yon obtain extras 

for Pac-Man. like a 
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hard hat and magic boots. The games and graphics are cute, with a bounce-a-long tune. The game 
did not prove to be as successful as the original, but gained a cult following. 
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Title: VS Slalom 
Publisher: Nintendo 
Price: 2flp 



« \ 

Mipl 



Ovei'aU 
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Nintendo isn't one of the best arcade game producers, but wilt mis change it? Well, there's no 
bizzare scenerio, just plain skiing. It gives you a chance to stand in Peter Muller's boots (or skis) 
and lo race down a snowy, icy mountain. The most unusual thing you'll first see, Ls the actual 
machine. There are two ski poles and two shortened skis. The poles are fixed on the floor and 
come through the cabinet to form joysticks. 

You control a man on the ski-run and pushing the poles forward result in the man speeding up, 
and pulling back slows him down. Putting your weight on the left ski moves him left, and pressure 
on the right ski moves him right. The aim is lo slalom down the run quickly whilst avoiding 
snowmen, fir trees and fellow skiers. The idea of slalom is to ski between poles, but it is 
especially hard with oilier skiers around you. After completing ihe first one, you are placed on a 
different, more difficult run. 

The game is very addictive at first, but after playing a while, it becomes boring with the clever 
skis making the game. The graphics need tidying up as they are very poor. Avoid it! 

Y///A. .*$• '/A 
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.. ROBO KNIGHT »*** 




ROliO KNIGHT 



Some game playing help for all you Knighls from Chris Archer. 



Gel your money oui now kids, you can't go wrong with this game, hut watch how you go. You have to 
remember you can't jump too good with a suit of armour on. Though you may loose time and lime 
again, you can'l slop playing till you gel die sword. The best part is that when you do get the 

:5: ^w^,--youhave>l%:§o.: ; bBck #n$ : :g§yfee shields; jjpjjfeiben the sworn, *nd w fhe gains gr eg on, 



: ohdfajseMave and your in The bcst : way to play tins game is wuha mate. 1 ou go nrsi ana get in 
sword, then let him make his way back. One of Hie hardest parts to do is ihc screen after the exit. 
You can see the first part of the stones and the water, but the next part, which leads to the sword, 
is black and it is just a game of chance. This wili sort out the real game players. 
Make sure you lime ihe trap doors right, and also don't try to jump over the fires when you see a 
shield. In one pari you will go through a door and it is all blackness; go out again quick, or you 
will see sudden dealh. Make sure lhai all your jumps are limed right or it means going all the way 
round to gel back to where your were, and remember ihe lime is running out. 
In the first black room at die start, go to die other side till you see a Dash, then pull back once on 
the joy slick, and pull down to go through die floor. 
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PAPERBOY LEVEL ONE 



While Houses (W)- Hit the Door 
" Levef 2.3,4,5 - The Houses are in a dlllerent order every lime. 
Avoid all obJKis but papers ' 



To gain bonus points hii.posiboxes, windows, lights, i . . R i / 
plantpos and moving objecis U — — ' 




Objects To Be Found AlEafli House 





GUNSLINGER 

Graham Vassie is quick on Ihe draw wiili this Tynesoft lime piece: 

LOAD, RESET INTO MONITOR 

TYPE THE FOLLOWING: 

A 3179 LDA #SFF (return) FOR 255 LTVES 

A 22D0 LDA tt$0B (return) FOR EXTRA BULLETS AT START OF GAME . 

G 21FC (vo stari) 



XCI'LLOR-K 
L0A9 and ftE 

GWNN 

Be a lone pilol no longer, with help from Chris Archer. 

LOAD. RESET/RUNSTOP 

Type M 10E4 CHANGE 03 TO 1 for infinite lives 

TYPE M 1 125 CHANGE 01 TO 00 stops energy running out. but if you get hit 

or shot you loose power. 

RESET MACHINE TYPE SYS 14336 

TO RUN 



..,.■ ■.:;■;■:■■■ W> " ' :.. 
-i,t' i':..ii ■•:■'•■•-> <■ si sliooi, b 




RUNNER 

Aaron Gale shows how not to be a runner: 






)\'X M 



•.; will 
ix scored 



1) 
2) 



3) 



4) 
5) 



RESET 

POKE 8787,234 

POKE 8788,234 

POKE 8789,234: Infinite fuel 

POKE 8991,234 

POKE 8992,234 

POKE 8993,234: Infinite lives 

POKE 8838.96: Invincible 

SYS 4120 



id the time from r.inrc«| 



28 



29 



W$ * MAPS 



* MAPS * MAPS * MAPS * MAPS * MAPS * MAPS * MAPS * *<■* - MAPS * MAPS « MAPS * MAPS * MAPS * MAPS * MAPS * MAPS 



>c * 





30 



■■■■■■{■■■■■ 



JjjS * MAPS * MAPS * MAPS * MAPS * MAPS * MAPS * MAPS * MAPS * IKES * POKES * POKES * POKES * POKES * POKES * POKES * POKES * 





FROM MAP 



% TREE 



\m pond 

HUT 



U Rock 

i BUSH 



FENCE 

ELECTRIC 
FENCE 

<£> SAUCER 



BBSS 



GUN LAW 


MATRIX 


Shool lo kill, willi Kevin 






Cave's help. 


Aaron Gale has the help: 


For infinite lives, type: 




A 1213 NOP (return) 


!> 


LOAD: Wlien N 


NOP (return) NOP (return) 


1 . 




(return) ' 


POKE 406,169 


This one disables the enemy. 




POKE 407,234 


type: 




POKE 408,162 


A 1A10RTS (return) 




POKE 409,0 


(return) 




POKE 4 10,157 


To start, type: 




POKE 41 1.61 
POKE 4 12,37 


'-' WlA ^WrWA 






POKE413.157 


C7 *■? 




POKE 414,73 




I?P'< 



P.O.D. 



3) 



Pokes, courtesy of Aaron 
Gale 

1) RESET 

2) POKE 9467,234 
POKE 9468,234 
POKE 9469.234: 

Infinite lives 

3) POKE 9236,234 
POKE 9237.234 

Allows more than 5 lives 

4) POKE 11003,X:X = 
lives (27-255) 

5) POKE 9685,96: Grid 
does not break 

6) POKE 9610,96: 
Invincible 

7) POKE 9535,234 
POKE 9536.234 
POKE 9537,234: X = 

Time (28-37) 

8) SYS 7936 



SYS 320: For infinite lives 



! ■ 



INTO THE DEEP 






>t" the Deep E n .rf. 



reiiitn) ue'.uin; 



I 



5ET/RUNSTOP: X RETURN 

POKE 415,37 
POKE 416,232 
POKE 417,224 
POKE 418,3 
POKE 419.208 
POKE 420,245 
POKE 421,32 
POKE 422,16 
POKE 423,16 




LAZER ZONE 

Slrap on your lazer with help from Aaron Gale. 

1) RESET 

2) POKE 5672,234 
POKE 5673,234 

POKE 5674.234: Infinite Electros 
POKE 5426,100: Infinite fives 
SYS 4112 
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PHANTOM 

Go phantom busling with Iwo routines from Aaron Gale. 

f 
There arc two different ways of entering the POKES: 




~ ■ — ■'■•"■" —} 



First: 
2) 



3) 



LOAD: When Novaload appears press RESET/RUNSTOP: 
ENTER: POKE 406,169 

POKE 407,234 

POKE 408,141 

POKE 409,139 

POKE 410,37 

POKE 41 1.141 

POKE 412,140 

POKE 413,37 

POKE 414,169 

POKE 415,96 

POKE 416,141 
SYS 320 for Infinite Fire, Energy, Bombs and no Ghosts. 




X RETURN 
POKE 417,18 
POKE 418,30 
POKE 419,141 
POKE 420,185 
POKE 421,21 
POKE 422,141 
POKE 423.17 
POKE 424,35 
POKE 425.32 
POKE 426.232 
POKE 427, 15 



Second: 

This version of the Phantom Pokes give greater 
choice of which pokes to enter. But it ruins the 
graphics on the score table. 

1 ) LOAD SIDE 1 Then RESET and enter 
the Pokes you want. 

2) POKE 7698,96: No ghosts 

3) POKE 556 1 ,96: Infinite energy 

4) POKE 8977,96: Infinite fire power 

5) POKE 9611,234 
POKE 9612,234: Infinite bombs onee one has 

been collected 

Now enter line 6 and press return 

6) POKE 4096.66 
POKE 4097,141 
POKE 4098,25: SYS 4072: to start Game. 

Turn tape over and press a key. Rewind the tape and press play. When you finish a level keep 
pressing RUNSTOP. 
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BERKS III 



ininlG^lc 



Bert 



■i) 



''Oiyiv, SK6M: Sa v>«ilK 
I'OKS; ::2H". ')<>:■;'',•) blk'k 
POKE 56. "5,96 All berk; 
POM 1 ; 7037,96: .No houii 
f ' Kli«846,0 Infinite: \\\ 
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ISBBSsBSSBm 

VIDEO MEANIES 

Kevin Cave is no meanie with this one: 
LOAD, RESET into monitor 



To alter the colour of the background, 

thus allowing you to see the black walls, type 

A 1B17 LDA #$16 (return) (return) 

A 1B3A LDA #$16 (return) (return) 

A 1B36 NOP (return) (return) 



^^iVsIv^' LJfl)ft,J 'MJtKsbj Snax all t'ou rtd thanks 



SPLIT PERSONALITIES 

Kevin Cave helps on this classic 
LOAD, RESET in to monitor. 
To DISABLE TIMER type 
A 3267 RTS (return) (return) 
TO START GAME type 
G 137E (return) 



mmmrn 
Wmm 




U-..-KV 






//4\ /■/, M \^t . 









C//jp- '-wy" j. 2) : • Rl>i for infinite Hves 
35 



I'-'S * MAPS * MAPS * MAPS * MAPS * MAPS * MAPS * MAPS * MAPS * aSS~« POKES * POKES * POKES * POKES * POKES * POKES * POKES : 



DANGER ZONE 

Enter the Danger Zone with help from Kevin Cave. 

LOAD, RESET into monitor 

To improve die rate of fire, type: 

A 19A3 LDA #$06 (return) (return) 

For extra lives, type 

A 1791 LDA #SFF (return) (return) 

G 1010 (to start) 





■-■■••■.,...■■■■ 

TAZZ 

In a lizz with tazz? Well, fear not, Kevin Cave's here. 

LOAD, RESET into monitor 

To start on any level, type: 

A 1C19 LDA #$(00-09) (return) (return) 

For infinite lives, type: 

A 1F5F NOP (return) NOP (return) (return) 

For infinite smart bombs, type 

A 2C12 NOP (return) NOP (return) (return) 

Save your eyesight, if you are killed, type: 

A 23E9 NOP (return) NOP (return) NOP (return) (return) 

G 1A00 (to start) 



mmmm 



rebSrffij 
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AN INDIAN BUMMER 

(loosely based upon ihe ravings of B. R. Pell) 

On die other side of nowhere, pushed into the bottom right hand comer of the Universe, is a 
small spiral galaxy, spinning through space. Filled with suns and planets, it is no differciii than 
all (he oilier galaxies, apart from the fact thai h contains one little blue and while planet, which, a 
while back, persisted in sending oul radio beams asking if there was anybody else oul there. For 
years everyone who received the messages ignored them, apart from one guy living on Zanoe 32, 
who couldn't get to sleep at night, on account of Earth keeping ils radio on 24 hours a day. He sent 
back message after message, telling Earth to "turn it down", but the people on Earth 
misinterpreted the messages as clouds drifting in the sky. 

Only Aching Head of the Apache nation understood the signs, bin he was put away with a lot 
of chaps who thought diey were Napoleon. Eventually, after persistent requests from the guy on 
Zanoe 32, and under the threat of him not paying his raies. the Federation invaded Earth and 
turned the Radio off. Unfortunately our Insomniac friend had got so used to the noise, that he 
couldn't stand the silence, and killed himself. Thus Ihe Federalion never goi its rates, and had 
gone to all thai expense for nothing. Earth lias, ever since, been a dirty word as far as the 
Federation is concerned. 

Six hundred years later, Aching Heads descendant. Big Chief Running Laces, sat outside his 
lepee, and this is where our siory begins. Laces had spenl the previous 3 months repairing ihe 
traditional rug of his ancestors, but now he had to sell it. He was clean out of credits, and 
therefore was unable to advertise in What Now ?, or , What Poke?, and had no option bul to wait for 
8 passing tourist. Pily, thai so few lourisis came lo ihe Reservation these days, not after what the 
young braves had done lo Richard Nixon, six hundred years ago. His thoughts were interupted by a 
persistent sniff, and he looked up to see a Plebican examining the rug. 

An examination of the Hitchhikers Guide lo ihe Galaxy would have revealed Ural Plebicans 
have six senses, all of ihem smell. This makes them very popular with Antique dealers, since drey 
are able to smell a bargain from twenty miles away, bul very unpopular al parties. 

"Can I help you?" 

"Just browsing" replied the Plebican, hopping about from foot to fool. Again, an examination 
of die Guide, would have revealed diis as a dead giveaway, since Plebicans have a problem wtdi 
their waterworks, when ihey gel excited; and they always get excited when they spot a bargain (or 
arc invited to a party). 

"How much?" asked Arfor Haley, for it was indeed he. 
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/ "Forty credits" 

"Steep!" 

"Feel the quality" 
»'The bargaining continued with Arfor , 
hopping about like a demented Dervish, as he 
tried to resolve the problem. There was no 
mistaking that this was the fabled Freehold 
Rights fo Arrterica, but how to avoid the 
Indian taking him to Arbitration for a fair 
price once the truth was revealed? 

You may be wondering how the 
Freehold Rights to America were contained 
on the rug, and if you had paid attention at 
School during the history lessons, instead of 
chatting up the floozie on the next desk, you would already know. But, for your benefit, and at the 
risk of boring all those who were paying attention, 1 will explain. 

When Richard Nixon was impeached for listening in on all Lhe dirty tricks his opponents 
were planning, he needed a good lawyer. They didn't come any better than Richard Nixon, but he 
was damn expensive. Being a prudent man, and having been given the authority to sign cheques on 
behalf of the USA, he duly paid himself §100,000 . Unfortunately, as this was illegal, it led to him 
being blackmailed by himself, and he was forced to hand over the Freehold Rights . 

Ten years later, whilst defending an Apache accused of Jay Walking, he somehow convinced 
the jury that the lad was endangering national security, and he was duly sentenced to 200 years 
hard labour. Nixon's big mistake was to insist tluil his fees be paid by the Apaches. Though he 
offered them the Freehold Rights to America, which they were glad to accept, they still roasted 
him over a slow Ore, 

So it was, that six hundred years later, Arfor Haley hopped about in front of the said Rights, 
while he worked out how to gel rid of Laces, preferably inside a Black Hole.... Eureka!! 

"Look," said Arfor "1 like the rug, but I haven't got 40 credits on me..." 

"Tough" 

"How about a trade? You Indians like that sort of thing, don't you? I'll give you 10 credits, 
and a job on Zargon 21, patching up Black Holes." 

Laces eyes brightened. Everyone knew of the credits to be made in that business. Daniel 
O'Dare had started up the business, and he was a carrots millionaire on Veget 23. What! You don't 
know about him either? What on Earth were you doing during history lessons? No, don't answer 
dial. 

Daniel O'Dare having made a fortune returned to Earth and bought up the entire Irish potato 
harvest Exporting it to Veget 23 he discovered that the potatoes, freed of all that mud, started to 
develop into intelligent life forms. Encouraged, he brought in other vegetables, and in a few short 
years the vegetables evolved, such that Veget 23 was now the most intelligent planet in the 

42 



universe, and regularly hosted the Finals of Galactic Mastermind. 
Okay! Are we all up to date now? Can I continue? 

Thus, it was that Arfor Haley bought the Freehold Rights to America, and turned it into die 
largest Used Spaceship Lol in the Galaxy, whilst Laces started in lhe Black Hole Demolition 
Business. We can now move forward another live years. 

The art of Patcliing Up Black Holes had been developed over a number of centuries, and can 
be summarised thus. Take one, uninhabited, planet, that is slighdy bigger than the black hole; 
transport said planet to the hole; move it into position, and bung it in (like a cork in a botde.) 
Laces soon found out that finding a suitable planet, and dien transporting it across die Universe, 
cot right down on his opportunity to spend time with Bristol Cities, his girlfriend on Zargon 21. 
Before long he was taking a few short cuts viz a) Take the nearest planet, irrespective of size or 
occupation b) Bung il in the hole! 

Whilst this may appear to be radicr unprofessional, Laces managed to gel away with it for 
some time. The explanation lay squarely upon Polonius Squinto the Third, Personal Secretary to 
the Chairman of the Federation. When one is about to be pushed down a black hole the tendency is 
to panic and forget one's manners. Consequcndy messages addressed to lhe Chairman were 
somewhat abrupt, and entirely abrupt when one disappeared down the hole. Such messages slopped 
:U the desk of Polonius Squinto, since there could be no excuse for discourtesy lo die Chairman. 
It fell to Topiano Squelch (die Fourth), a cousin of Polonius, lo finally put die finger on 
Laces. When his planet was picked on by Laces, he, having been brought up properly al lhe 
Federation School of Diplomacy, began transmitting a suitably addressed plea lo the Chairman. By 
the lime he had got through die equivalent of five foolscap pages of titles, his world had ceased to 
exist, but die unfinished message was considered suitable to be passed lo the Chairman. He was 
rather annoyed to find that the other six pages of titles had nol been transmitted and emissaries 
were sent to discover why. 

Laces secret was out, and the consequences were terrible. The disposal of planets was 
considered naughty, but unproven, since no one could be persuaded to go into the black holes to 
gather die evidence. What was evident was dial Laces had instilled the Chairman by nol allowing 
Topiano to complete his address. The word went out - 50,000 credits for die arrest of Laces - Dead 

or Alive! i 

Suddenly the CB airways were full of cryptic comments, such as "you're all invited to a 

neckiie parry to avenge Tricky Dicky." and " The only good Indian is a dead Indian". Laces , 

blissfully unaware of the storm clouds gathering, was on his way back to Zargon 21, his mind full 

of thoughts of Bristol Cities. 

Will Laces survive the parry (and will Arfor Haley be Invited?) 

Will we meet Bristol Cities and how does she rate on the Sam Fox 

Scale of Excellence ( as set by the Standards Committee of the Galactic 

Talent Commission?) 

Who has won the Galactic Mastermind Final - the Carrot or the Turnip? 

Find out next month. 
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3D 



^IAZE 



BOOTY 



No need to get lost now, thanks to Chris One for you old sea dogs.eourtesy of 



Arcljar, Load and reset/runstop 
Type M30A2 and type 2C in iirst line 
Type X return, runstop to Tun. 
Make sure die tape is switched off , for 
infinite lives. 



Load and reset/nmslop 
Type Ml 140 and change B5 to B4 K 
Type M16DB and change B9 to B7 t 
Type X return SYS 4120 



BLAGGER 


PACMANIA 


Don't blag Aaron Gale here: 
t 


Aaron 


Gale helps you to pac it in! 


1) RESET 


1) 


RESET/RUNSTOP:X Retun 


2) POKE 13652,234 


2) 


POKE 16336,96: Invincible 


POKE 13653.234 






POKE 13654.234: Infinite lives 


3) 


POKE 6678.X: X = lives 



3) POKE 10255.96: Moving nasties 4) 
do not kill. 

4) POKE 10468,96: Infinite energy 5) 

5) SYS 9242 
XARGON'S REVENGE 

Aaron Gale gels revenge 



POKE 7675,234 

POKE 7676,234: Infinite livi 

SYS 41 12 



II 



'irates 
doors 



i ;■:--$ ji-' ' LO Apr When Novtiload appears press R ES ET/Rt | NSTOF 

Iff'' fYPE>6i96'2b03'80 RETURN 

4) TYPE G 140 RETURN 

5) When READY appears type monilor 

RETURN: >OC45 A9 EA 8D 54 21 8D 55 21: RETURJi 

6) TYPE > 0C4D 4C 00 18: RETURN 

7) G0C00: RETURN 

WILL GIVE INFINITE LIVES 
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ONE MAN AND HIS DROID 



Sheep | 

1) 

2) 



| Ufc'p, from Aaron Gale. 
When Novaload appears press RESET/RUNSTOP: X: RETURN 



-POKE 406.169 

;POKF4g7,234 
>OKE4$8.141 
; P0KE4l|},166 
|:i?Oi<l:i10,30 






ppl c I 



POKE 412,167 
POKE 413,30 
POKE 414.32 
POKE 415,153 
POKE 416,20 



5 TO 



3) 



C§.141 \ 7 

O'Jor infinite time ^^ -^ 



WOLF PACK! 



SiSiiSsiSi 



One for all youi|i*s!f CMftjpcourtesy of 
Aaron Gale. 'S^M 

I) RESET 

2} POKEfi^X Xj|= lives (48-255) 

3) POKE:pi<>9.2.vi 

POKEJ05HU I 

POKE;fi|l i:ioS§lnfinii.e lives 

4) poke ircxTn 

P0KE|P285.2.W: Infinite time 

5) SYS4fe. ..;. ^^bi*** 1 



KTLLAPEDE 



Killapede help, from Aaron Gale. 



1) 
2) 
3) 
4 



5) 



RESET/RUNSTOP: X RETURN 

POKE 9140.96: No fleas 

POKE 9646,96: No spider 

POKE 10496,234 

POKE 10497.234 

POKE 10498.234: Infinite lives 

RUN _. 



TOWER OF EVII, 

Pokes courtesy of Am 

i) POKE 5669* 

invincibility you keep 



2) 



3) 



POKE W* 

POKE 123 

SYS 5 S 



: 



When you .ir; gnmted TIME SLIP 

forever. 



"* "—* — — • <— _ 




$$ Infinite lives 

111 



Slip no more. Aaron Gale shows the way. 

1) RESET 

2) POKE 5108,96: Infinite time 

3) SYS 4157 
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FUTURE 
SHOCK 
/ Map by 



Jk G.Vassie s£p 





TO START TO TOP LEFT 

PUZZLE LETTERS USED TO £gg|g 

SHOW DIFFERENT 
PARTS OF PUZZLE. 
NOT IN THE ORDER 
TO COLLECT THEM) 

SHOWN AS 




A 


B 


C 


D 


E 


F 


G 


H 1 


! 1 


J 


K 


L 
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Video World 

Introduced by Andrew Harrison 



b 




Hello. I'm Andrew Harrison, mid I look after ihc 
video world articles for H & D. This month I 
review two films to be released at the end of 
August, plus the usual look at what's happening 
around and about. With this being the launch 
issue. I have an added bonus of a special item on 
that wonderful horror director George A Romero; 
read on. 

Title: Deadly Friend 

Released By: Warner Home Video 

Running Time: 87 mins. 

Cert.: 18 

Release Date: 28th August 

Movie Type: HORROR 

Ruling: 70% 

This is Wes Craven's latest movie to hit the video 

scene just after Hm Street fl in April. 

It deals with a teenage genius called Paul (Matthew 

Laborteaux. You remember, the boy in Little House 

on the Prairie) who implants the robot brain he 

created into his dead girlfriend with some rather 

gruesome consequence. 

The rilm itself is kind of like a modem day 

l-'rankuistein, 

Laborteaux first shows us his genius by building a 

niffy-looking robot with I very strange voice- Pity 

the poor thief who encounters the robot when he 

breaks into t-aboneaux's car. "You're kind of cute" 

he tells the robot, who then tries to strangle him. 

Laborteaux is the new kid on die block, but he soon 

makes friends with Tom (Michael 

Sharrcll) when he makes an impression on the local 

hoodlums, with his robot, by nearly demolishing 

ihem: and he falls for his neighbour Samantha 

IK tiny Swanson), although the path of love doesn't 

tun too smooth for them because of Swanson's 

drunken father beating her up a lot- But one night 




he goes too far and Swanson is thrown headfirst 
down the stairs and ends up in hospital on a life- 
support machine. 

Tlrls Is when Laborteaux, after salvaging the brain 
from his robot, which was blown away with a 
shotgun by F.Ivira (Anne Ramsey) a recluse, 
decides lo put his genius to the ultimate test. 
Helped by Sharrett, he swipes Swanson's body from 
the hospital and implants the robot brain into her 
skull. But when Swanson is brought back lo life, it 
is not to rekindle her interrupted love life with 
Laborteaux, but lo deal out grisly vengeance. 
Deadly Friend is nol what you would call Craven's 
best work, but if you like shockers with state-of- 
ihc-art special effects and a giggle now and again, 
then this is one for you. One bit 1 did Ihink was 
well done is when Swanson explodes Ramsey's head 
with a very well-aimed basketball, (sounds nice 
doesn't it!) 

Title: The Mosquito Coast 

Released By: CBS/FOX 

Running Time: 113 mins 

Cert.: 15 

Release Date: 27th August 

Type: Drama 

Rating: 80% 

Peler Weir the man who brought you Witness' and 
The Year of Living Dangerously', now brings you 
his second movie with Harrison Ford. The 
Mosquito Coast'. The story is atout Allic Fox 
(Harrison Ford), an eccentric New England 
inventor, deciding to take himself and his family 
away from every -day America to live in ihe Jungles 
of Central America. 
Set in Ihe swampy terrain off the easl coast of 
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Nicaragua, ihe Mosquito Coast is kind of like an 
adult Swiss Family Robinson. 
Fox buys a small rundown town in a jungle clearing 
and sets about turning il into a paradise. But when 
things start to turn bad. Fox starts to loose control, 
and turns his anger onto his wife (Helen Mirrcn) 
and children. 

But the truth is that you can't escape from 
civilisation, tiuly from your normal routine. 
The film itself is good, but the storyline isn't that 
brill but better by far from some of the trash I've 
seen lately. Veiy good acting from all, including 
the very talented River Phoenix who plays Fox's 
son. * 



Movie And Video 



News 



You can't keep a good ghost down for long these 
days. Gary Sheiman (Wanted Dead or Alive) lias co- 
written and will direct Poltergeist HI, starring 
Tom Skcrrit, Nancy Allen and the two veterans of 
the First two parts Heather OHourke and Zelda 
Rubinstein. 

Filming of Stallone's latest Rambo movie is 
scheduled to start in Septetnbcr. 

Great news for ail Trekie fans. Star Trek V is due 
at the end of 1988. 

Ken Weidcrhom Is bringing Ihe Dead back again in 
Return of the Living Dead Part 2. 

Arnold Schwarzenegger has just completed his 
latest Conan epic and is now going to star in a 
movie from one of Stephen King's novels called The 
Running Man. 

Embassy Home Video have the second half of the 
year lined up with some big releases, beginning 
with Michael Caine in Half Moon Street in 



September, Labyrinth in October, Name of the Rose 
in November and The Whistle Blower set for 
December, 

A couple of blockbusters that may be released by 
CIC Video at Christmas an: Legal Ragles, Children 
of a Lesser God, Amo, Star Trek IV the Voyage 
Homo. 

Another big release that may be out on video at the 
end of 1988 is Beverly Hills Cop 2. 

Arnold Schwarzenegger's new movie Predator has 
been a box office smash in America and Fox have a 
close eye on il for a release over here. 

The Gate" a new box office honor hit in the U.S. has 
been snatched by Medusa for release on video's 
over here. 

Stallone's 'Over the Top' is to be released later this 
year by Rank. 

Robert Shaye has announced that there is to be a 
Nightmare on Kim Street TV. 

Anybody who saw Critters and liked it will, I'm 
sure, be happy to know that there is to be a second 
part. 



GEORGE A. 
ROMERO'S 'DEAD' 
TRILOGY 



In 1967 one man had a vision that would start a 
genre and give us another reason lo be afraid of the 
dark. This man was George Romero, whose trilogy 
of horror took seventeen years to complete, and 
when finished, il made him one of die best horror 
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dim directors of our lime. 

Il started in 1968 with Wight of Ihe Living Dead', a 
low budget movie shot in black and white (to keep 
costs down) by a group of amateurs. But when it 
was released, it became an instant box office hit, 
and was hailed as a classic horror masterpiece. 
The movie tells the story of a group of people 
barricaded up in an old house surrounded by an 
army of undead. But it is not just happening there 
as they found out from radio and TV. There is 
epidemic proportions of whole sale murder all over 
the country. 

On reports from T.V. the scientists had linked Ihe 
inanimation of the corpses lo a mysterious high 
level of radiation from a probe that had returned 
from Venus but had been destroyed before landing. 
Groups of hunters were set up round the country to 
destroy all of Ihe marauding ghouls and the local 
T.V stations were givmg out help on the air on how 
to protect yourself. "They're slow moving, Bum 'em 
or Blast 'em in the head' one of the hunters that 
was being interviewed said. But back at the honsc, 
the dead are breaking in. 
The film has a chilling ending and shows us that 
you can't always kill all the monsters. 



In 1978, the second pan of the trilogy was 
released. Dawn of the Dead was another box office 
smash and this tune, he had colour in his movie 
and some very good blood curdling special effects 
by make-up master Tom Savini. 
Dawn of the Dead sums off with the problem of the 
Zombies worsening, people are leaving the cities, 
soldiers deserting and so on, all trying to End a 
safe place to hidc. 

Two S.W.A.T. members, a pilot and his girlfriend 
•ill fly off in a helicopter and eventually find a 
giant shopping hall whose only inhabitants are the 
lifeless Corpses. They soon clear out the Zombies 
Bid lock the place up and then build a home for 
"lemsolvcs. But one night bikers come and open 
">e whole place, letting the Zombies back lo their 



domain and to the humans. 
This in my view was the best one of them all, the 
one you could actually believe inl, and after seeing 
il over a hundred times, I still think so. 



In the Summer of 1985, George Romero released Ihe 
most eagerly awaited film of them all. Day of the 
Dead was the final part, the part that most Zombie 
fans, like myself, would have killed to see. 
Il tells the story of the supposedly lasl twelve 
survivors alive in the whole world with the rest 
being Ihe decomposing flesh eating Zombies. 'ITie 
team of survivors consisted of army and scientists 
trying to find a way lo make ihe dead behave and 
not want lo eat them. 

Their situation grows worse. They are miming out 
of supplies and ihe scientific and military teams 
are at each others throats. But a bigger problem 
has got worse; the Zombies have been let in. A few 
survive and fly off in a helicopter, but what is left 
for them. 

This part was a little stupid, attempting lo teach 
Zombies how to behave, when there's only about 
twelve million of Ihcm. Ah well, I suppose you 
have to start somewhere. 

Anyway, for what it lacks in storyline il makes up 
for in special effects. Some of the best I've ever 
seen. Well done Mr, Savini. 



I have my own 
personnal copies 
of all three and 
wouldn't part 
with them for 
any other films, 
ever. Nobody should 
cull themselves 
a horror film fan If 
they haven't seen these 
masterpieces of horror. 
I'll be back next issue 
with more Video news. 
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Iventure 
Voodoo Castle 

Hints courtesy of Ron Rainbird 
l.Look in the coffin for a ring. 
jjSlSaAhe soup kettle. 

3. When holding chemicals, carry ilie 
shield. 

4. Mix the chemicals for height reduction. 

5. To travel by chute, wave rng. 
6: To go into the crack, wave bag. 

7. Summon die medium and examine her 
crystal ball. 

8. To open the safe, dial 38 and 33. 

9. Take hammer and saw up the chimney. 

10. Pull the nails and get the boards. 






Jiztp Si 






section 



1 1 . Saw the grating. 

12. Push the Sweep. 

13. Say "ZAP" to the statue. 

14. To rescue the victim, get rabbit's foot, 
knife and doll. 

Circle the coffin, wave the suck and yeii 
chant. ■■■ 
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INTERNATIONAL 




^ 10 / * JPIUS ^ V 01UIX16 Z issue a. 



ur direct iroin 



4 ll§||l|: 



K»5S HA 



:.>mKn£ 



&D Scrvkesv:; 






i 338, v Ashton- OJc! Road, 



Manchester M HI JIG 



Back copies Volume 1 Issues l-lOdftHeC.lS^ilus^HaiJd^wk are i 



at £1.00 e:tch or all 10 for £7.50 



lilV: Papt-rbiit 



Game Type: Arcade conversion 



J 
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Fans of the arcade version of this game may wonder where the handlebars are, but, lets face it, a 

poor CI 6 would probably not be able to cope with the weight. 

Anyway, Paperboy has you in the guise of an American Paperboy. You have to be American 

because they don't courteously put the paper through the letter box like us, but fling it from the 

seat of their bikes. 

You have to make it through a seven day week, riding your push bike up the pavements, avoiding 

cars, workmen, drunkards and lawnmowers. Not only must you avoid dicse, but you will also have 

to deliver your papers to your subscribers, and naughtily smash the windows of your non 

subscribers. Sounds like good clean fun! 

Chris's Comments 

I had heard so much about this game and how good a game it was supposed to be, but having played 
ii I don't think that it comes up to the standard that people made out. Even so, it is not too bad. 
The thing I like in games.is having beaten one level, you go onto another level. Unfortunately in 
this game you have to go through the days of the week to gel to the end, which to me was tireing ; I 
like the fast games. So, here you are, paper boy of the year, on your B.M.X. , smashing windows 
and hitting doors with your papers, looking out for the balls that come down the street, the 
Inwnmower with the invisible man, the remote control car that Gkzmo used in Gremlins, and die 
one and only nutter of the year who stands in your way waving his arms about. ( yes, you may feel 
like running him down, but diat will only lose you a life, so leave the poor thing alone.) 
The funny part is that when you slow down, a dog comes after you; but what I got, was a 
transparent thingy (what ever that is.) Perhaps the machine I have is reading the memory wrong. 
When you play the game it is best to keep watching what is in front of you so that you are ready 
for it. I kept watching the papers, that's why 1 did not gel to the end of the game. In die end I gave 
up. With this game, it is going to take a lot of patience to get through. If you have this ,thcn it will 
Iw easy for you. The price is a little high,( we want the games not the pictures and colours) but 
these games will insist on having th e best, 1 wonder whether the price will put it out of the range 
of the youngsters. 

| Paperboy. The Scores: 
[Graphics 82% 
[payability 95% 
| Addict! veness 73% 
[instability 65% 
lvalue for Money 71% 
|what Poke ? Rating 76% 
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Publishers Anco 

Game ■'■•*! vpcvs-Aj*' 




You get a lingling of excitement, when an Anco product arrives, and some neat screen shots on the 

inlay promise good things. 

You are in control oF a star ship whose mission is to explore an apparently uninhabited planet for 

minerals. Upon reaching the planet, you believe someone needs sacking . as the planet is 

inhabited, and very well defended, and doesn't lake too kindly to visitors. 

The game consists of 4 sections, and each has to be completed three Limes, at times with unlimited 

ammunition and fuel, and at other Limes you have to collect ammunition and fuel to survive. 

Chris's Comments 

So you think you are quick on the trigger; well this game will prove you wrong. You are a space 

craft on a mission and from the first screen you are hauling it out. To make sure you get through. 

you have to earn your fuel and ammo, (for the fuel you have to shoot the blue craft and to get die 

ammo you have to shoot the yellow craft.) ()n screen two. you have to shoot the bullseye for fuel 

and the squares for ammo; the same on screen three. On screen four you have to shoot the ships 

with the X to get fuel and the ship with the four squares on to get ammo, but of course that is if 

you can gel there. This game is all action , all shoot-out and no time to rest. If you don't Like an 

all action game then this Is not the game for you. each screen has different levels so you are not 

jusi playing four screens. 

Tliis game is going to take some lime to beat. Now I know what you are thinking, how did I gel to 

the lasl screen? Well I will let you into a little secret but not in this issue. The besl screen is 

the last one wjth the planes and the battleships on it. In facL, I think ihey could have made a 

seperate £1.99 game out of the last screen. My only complaint is the price- it would have been 

better at £5 .00. 

So if you think you're good, and you have lhe money, then put yourself to the Lest. 



Terra Nova. The Scores 
Graphics 86% 
Payability 92% 
Addlctivcncss 74% 
Instability 62% 
Value for Money 72% 
What Poke? Rating 73% 
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Thrust is legendary, on the other popular computer formats, and it has finally found it's way onto 
dieC16/Plus4. 

The resistance is about lo launch an effensivc iigainsl the evil Integalaclic Empire. They have 
captured several bailie grade starships, bui lack power in lhe shape of Klyslon Pods. Il is up lo 
you to steal these pods from the Empires Storage plants, located on numerous planets. These 
planets are very well defended by limpet guns which are powered by a nuclear power plant. You 
can temporarily disable, the guns by firing and hitting the Power Plant, but beware; should you hit 
die Power Plant too often, il will explode, destroying the planet and you. if you don't make good 
your escape. The further you go. the harder lhe action gets, so be warned. 

Chris's Comments 

N'ow here's a game that is well worth the money. You can really enjoy yourself with litis game. 
Though 1 must say that the inlay says, you can control your ship with Lhe keyboard. It would be 
much better on a joy stick, but there again, thai might take the fun out of it. The game is very 
addictive, there is not much that attacks you. which puts you in control of the game, you might 
say. Unfortunately if you do as I did and press lhe wrong key, then that's that; you have to start 
again. 

What you have to do is pick up the fuel pods, pui die guns out of action and try to destroy the 
planet by destroying a nuclear reactor. This is hard and so I left die reactors alone; I did destroy 
them, but 1 never go away in lime. You have lo be very careful when you arc down a cave, for the 
fuel pod swings lo and fro, and one touch on the side of the cave and you're dead. When you gel to 
the harder levels, il starts to get very annoying; you get the pod and you are jusi about to lift oil 
witli a thrust, when you run out of fuel and crash to the ground. 

Firebird have been clever wilh this game. I tried to cheat and pul extra lives in, but when I 
pressed runstop/reset or tried to reset lite machine, the only thing thai happened was die screen 
scrolled up and flashed widi the message, "this is die copyright of Firebird". So there's another 
challenge for all of you hackers. On the whole, die game is_worthmpre than its £1.99. price. 



I Thrust. The Scores 
I Graphics 56% 
I Payability 89% 
1 Las lability 91% 
I Addictivencss 96% 
I Value for Money 9S% 
I What Poke? Ratine 98% 
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Title! Me»,>i>oliv 
Publisher: Mastertro.,K 
R.ftP-r 1,99. J--.. 
(Same J ype: -Arcade- 



K-KK 



> 
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No gTeal scenario for ibis one; all you have to do is clear all 
64 screens of invading .Megabolts. To hinder the task, as well 
as the Megabolts, there are a selection of timebombs, blocks, 
and baddies, and you must last your way through (hem all, 
to succeed in this game. 

;!Cli ris's Com me n t'j 

i^lc^tbolis i^ii'%mc Wfcstllw wj.!«ii>i r n)(wt of us; ii'sv': 

last rind j^wi to play. It is a shoot 'em: up with- a 
a |-dtEft%'m:e;|Wht:ti I "-first started, I thought th.su ii i 

aldnd of Squirm, or another giuii. ; font < - 1'\, bm 
x ^was;jW«»ng;,. : it-|s much better. Though the tune is a 
little. iiLe ,Squ!rTO t and some of the screens arc: similar, the .-difference- i in vt> | 
Ciin pits* the- : . fire iiu.tt< : in. : . : And. : bLisi: av/'ky at the fnime work and eat voui «av 
through. You. have to doilii-...lo mi the orange thing;, -which will l-.eep \ou> i-ivm 
up. ! : ' " ■ \^r%0:Mmm . ; ^^ ; ;: /.'"'■ .^ ^^C;.; 

V'oii cannot shoot the splnner^nor the- bolts whv.i tin v ,jre coming-in you: you rati*,.! 
»ii:»< tticmon.tlii' side or the back. The. inlay, says that there are two ways. to kill 
them and this is what they mean, if you push a block and trap a boll In alittle 
square, then the be-,) way to kill it is by prt-.isinjMh.e fire button and going "-right 
through il'5C. : sijUai"e;;;'lil wii! : :to'<H iuaitc-r.il the bolt i^fodng-y-ou: It Wlll^ifii diej . - : 

'• -6u in jst in no ".;•>' -'n.v tiigibornb-, but rise o er it so ;Uij, ir in," hn: i>;i. But -yon 
will find that wvi will shoot ittcxn at times while you. arc trying: to kill a bolt. 
When you net to the cod of the Hamc.il says "w>irh,tve y,i>n un- time ..innliiH'. 
I i then things hot upjsas you get: double the bolts to face. 



I Megabolts. The Scores 
1 Graphics 66% 
[Payability 74% 
lAddictivcness 75% 
[Lastabiiity 73% 
lvalue for Money 76% 
I What Poke ? Rating 74% 
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lip-woo Knignt : ij 
Publisher:, AmeriSani. 
R.R.P : £2.9? 
Game Type; Arcade 




In this brilliant Americana game, you take on die role of a knight, who must explore the castle, 

and collect 15 magical shields, which will unlock die casde exit, so that you can reach the Sword 

of Power. Should you complete this task, the castle is re-slocked with shields and you must 

navigate more rooms to gain more points and reach that sword again. 

Chris's Comments 

Robo Knight lakes die CI 6 graphics to their ultimate, with near perfect colour and animation, thai 

makes you want to go back and gel ihe shields, time and lime again. There is no particular order 

in which you should explore lite castle, so it's just nice lo roam around discovering new rooms 

without that 'Oh No, not this room again' feeling. 

Americana are an off shoot of US Gold who themselves produce very little For the C16/Plus 4. US 

Gold arc not too happy with the sales of their Americana label, but I'm sure C16 game sales arc 

guaranteed, if they can keep to diis standard. 

Ideal whatever the age or arcade ability. 

Aarons Comments 

What can you say? Robo Knight is an all round winner, widl excellent graphics, and animation. 

The first time I played it, it was on for 8 hours non stop, and I've been back to play lime and lime 

again. Il must be die best value for money I have ever seen. 





Robo Knight: The Scores 
Graphics 89% 
Payability 82% 
Lastabiiity 78% 
Addictiveness 83% 
Value for Money 84% 
What Poke? Rating 84% 
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R.R.I 1 .: i'l.W 

feme ivpe? \ttacle 



— 



Bubble Bus software has been around for a long while now, but they do tty to pick their releases 

carefully, and do not flood the market. 

ft > 
Tazz has you in die guise of a cowboy, (well you work for a so called cowboy outfit anyway), who is 

sent from 'Bug Exterminators Unlimited/Unreliable'. On your first day you are miniaturised and 

put into a computer to gale crash a wild parly, hosted by a nasty bunch of bugs! You must prevent 

yourself being bricked in by these nasty characters by blasting away. As well as the bugs, there 

are deadly butterflies and laser sharp scythes to contend with. You must clear each screen to 

progress in the game. 

•1 
Chris's Comments 

Here's a game with a difference; the difference is that you can have all ihe screen to yourself, tlie 

catch is, you have to clear it first. Now if you are a person of a nervous kind who does not like to 

lake chances, ihen you should nol buy litis game, but if like me, you are the special agent 007 

kind, ihen gel your gun and go for it, (though 1 musl say thai I am only 006 for I failed to get to Ihe 

end of tlie game). 

It's fun, it's fast, and il tests your speed and accurate shooting. If your joy stick has a wobble or is 

held together with slicking piaster then this game is no good for you, for ihe best way to kill on 

the higher levels is to spin Ihe joy slick around while shooting - if nol, your dead! Tt gets harder 

as you go on. but il does not get boring. You have a chance lo drop a bomb and while ihe screen is 

flashing you can pick off as much as you can, but 1 have found it belter to start shooling right 

away. Walch out for the bugs banging into the little bugs for they come to you and kill you. This 

is the first time I have seen a bouncer gel picked on by tlie host and ihe gale crashers. 

Aaron's Comments 

The game is just a little repetitive, although the ease of play tends to drag you back for just one 
more go. A shame there wasn't just a little more variation. 



. The Scores 
I Graphics 53% 
I Play ability 72% 
lAddictiveness 73% 
Instability 61% 
lvalue for Money 7J % 
| What Puke ? Rating < |0%_ 
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Title; Daugct Zone 



Garncsi'fiype' Arcade 







The Galactic Patrol has been waiting on a new breed of Fighter/Recconnaisance ship - Ihe XT/99.. 
Now a mere 112 years after the design, the first prototype has been built. It has been tcsled using 
advanced computer simulation methods, and it has held up well. It requires now the ultimate test 
of a mission, and you are its test pilot, and prepare to enter the Danger zone. Avoid tlie asteroids 
small and large, as they cannot be destroyed. For blasting fans, ihere are a number of aliens, that 
must be destroyed. 

Chris's Comments _____ _____ 

■- i j on plaud t - Man or Terra Cogntta? tf so you will know that they are good 

mil like i his, 5 will ncm know, It's the G-Mun tone with the G-raan screen, but 

,ii;i- the ^tme graphic*,, in. fact,, there's lets, and the game play m the higher 

It promises 20 levels of brilliant arcade action^ but there Is very little change 

lii ween Icveikj and its like playing one boring long, one. 

f My, there's not much, to explain vfith this came, jott just.. press fire : ami shoot 

■■■ ,:v,,*'.iliKl the iistifqjd^but there aipttv there arc so m anv of them irt tlii.% ; 

rscir levels, that -you can't help hitting them. Ihere air twtnn k'.u,K to iji; at. 
w ft'S'iibt too bsto", but It soon wears off. It mat be Alright for the itttle people 
l?> play who just like to bi=ist s^n tiling .that tomes tin the screen, .but forthc 
ienl|_v im/an games rntui i; mean-. \Mj< '//.'// un r. i r>... ..... 

It should. carry a small note "Inch r«ad c 'IP ".not satisfied, moncj hack In five 






Aarons Comments 

jflirtlc^ 
gsrnc.; is >ery cisj to get in toJM : »w 



»v hours, -although .the ; 



Danger Zone. The Scores 
Graphics 57% 
Payability 64% 
Addictiveness 52% 
Lastability 50% 
Value for Money 52% 
What Poke ? Rating 51% 
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Title: Into the Deep 
Publisher: Firebird 
K.R.P.: I.W 
Game T}pu: Arcade 



|mvv" • w>'»:vw--^" 



You are in charge of a rescue vessel, and you will have lo rescue ihe passengers of llie ship, 
Colonial Expedition 901. The rescue bid isn't helped by the fact that diey are stuck in a 
complicated subterranean cavern system, that is alive with meteor showers. With 10 survivors to 
rescue, you will need your wits about you. 



Chris's Comments. 

W hen 1 ^ame comes on the market like this 

kids »!i.; don't h 

wems fine. -but .when -jou go onto the next level you get tin *er> same mors- 



this time J feet Sorry' fofc.ffi'i;. 
riueh money to spend. When you. fir.st, play .this game it 



SggJSgj; 



which: is boring. You expect to see :, a.dit'ftr'enee in tii< : .screen but the only. thing- 
inch happens (s yon get mon of thi same Kretn that yon have been through. 1 he 

i;,,ni'ii play Is so slow ; there are eight levels of play and you have trs tic r. artful how . 

you go through. Don't spend too much time shotrting/or the meunles kilt your 
: *»<rcr. If you are good at this sort of thing, sou <an kotp going b.uk to, the start. 

to get more-power, which really is a waste of time for Avhen jou j>et back to v in re 

•■ou wtit, your povt-ci has run down >yain.,;:lh)s is not one of tirehjids. be*!" in K . ;S 
.;"/.«!, I though Booty was hci big >hat I would' sooner play that! Mill, 'here must tx. 

one oi tv,(- - no v. ill pla-j this gami-o but 1 must say, It's not. for jm. .To help >ou 

rtltji the garat, yuti nill find pokes by Aaron ..Gale in issue ;1.0 r : page|;i4.:iOt|V'q|u^|^^§ 

!, This makes the game at least playable. ,- 

Aaron's Comments 

Ibis L, thi sort of 'game- that at firs! sight appeals; 
Nice graphics, and. animation, but a' the. end of 
llie day 1 lie game become*, ..pri'tiy !H'iT.ihi!.. 
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at? Fun Page 



_^< #9 UGG's f irst adventure 
is to find a home 
(ie cave) 



! 




iffC iig 



the second is out of reach, nn 
With no objects^, -JS? f 
only his club, 'f&> P| .- 
UGG cannot^ *[HfT | fl[l 
climb up W Rock face 







62 






